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OFFICIAL 

This official seal is your assurance that this product meets the highest 
quality slandards of SEGAGuy games and accessories with this seal 
to be sure that Ihey are compatible with the SEGA CDJ SYSTEM- 

HANDLING YOUR CD DISC 
* The Sega CD Disc is intended for use exclusively with 

the Sega CP “ System, 
* Do not bend it, crush it, or submerge it in liquids. 
* Do not leave K in direct sunlight or near a radiator or other 

source of heat. 
* Be sure to take an occasional recess during extended play, to rest 

yourself and the Sega CD Disc, 
+ KEEP YOUR SEGA CD DISC CLEAN. Always hold by the edges, anil 

keep in its case when not in use. Clean with a lint-free, soft diy 
cloth—wiping in straight lines from center lo edge. Mover ns*? 
solvents or abrasive cleaners. 

WARNING TO OWNERS OF PROJECTION TELEVISIONS; STILL 
PICTURES OR IMAGES MAY CAUSE PERMANENT PICTURE TUDI 
DAMAGE OR MARK. THE PHOSPHOR OF THE CRT. AVOID 
REPEATED OR EXTENDED USE OF VIDEO GAMES ON LARGE 
SCREEN PROJECTION TELEVISIONS, 

WARNING: READ BEFORE USING YOUR SEGA 
VIDEO GAME SYSTEM, 

A very small percentage of individuals may experience 
epileptic seizures when exposed to certain light pattemn or 
flashing lights. Exposure to certain patterns or backgrounds 
on a television screen or while playing video games may 
induce an epileptic seizure in these individuals. Certain con 
diLions may induce previously undetected epileptic syrup 
toms even in persons who have no history of prior seizures 
or epilepsy. If you, or anyone in your family, has an epileptic 
condition, Consult your physician prior to playing. If yon 
experience any of the following symptoms while playing it 
video game - dizziness, altered vision, eye or muscle twitch 
es, loss of awareness, disorientation, any involuntary move 
ment, or convulsions - IMMEDIATELY discontinue use and 
consult your physician before resuming play. 

THE SHAOLIN 
TOURNAMENT FOR 
MARTIAL ARTS... 

FOR AGES IT WAS A COMPETITION 
OF HONOR AND GLORY NOBLE 
WARRIORS FROM AROUND THE GLOBE 
WERE INVITED TO TARE PART, EACH 
SEEKING TO WIN THE TITLE OF 
GRAND CHAMPION. 

BUT THAT WAS A LONG TIME AGO... 
BEFORE THE TOURNAMENT WAS CORRUPTED 
BY THE EVIL DEMON SHANG TSUNG, A 
WARRIOR WHO TOOK NOT ONLY THE LIVES OF 
HIS OPPONENTS, BUT THEIR VERY SOULS... 



WITH THE AID OF 
HIS FUFIL GOTO, 
A HIDEOUS HALF¬ 
HUMAN DRAGON, 
TSUNG BEGAN A 
DOMINATION OF 
THE CONTEST WHICH 
HAS LASTED 
FOR CENTURIES, 
TODAY, 500 YEARS 
LATER, THE CONTEST 
BEGINS ANEW AS 
WARRIORS ONCE 
AGAIN GATHER 
TO FARTAKE IN 
MORTAL KOMBAT. 

LET THE TOURNAMENT BEGIN.! 
1. Set up your and Sega CP" systems as 

described in their manuals. 

2. Turn on your TV monitor then turn on the Genesis” 

3. Press START or the A, B or C BUTTON on CONTROL PAP 1 when 
you see the Sega CP" logo to display the Sega CP" Control Panel, 

4. Open the disc tray and insert your Mortal Korn bat' CQ as 
described in your Sega CP" Manual, then close the disc tray. 

Your Mortal Rombaf® CP not only contains the Mortal Korn bat* game, 
but all the game music, and the hit music from the Immortals audio CP! 

The Mortal Kombat* game music is located between tracks 2 and 16. 
To play It, use the pointer in the Control Panel to choose a track in that 

range and select PLAY 

The music from the Immortals CP is located between tracks 17 and 21, 
To play it, use the pointer in the Control Panel to choose a track in that 

range and select PLAY 

To play the Mortal Kombat*' game, move the pointer in the Control 
Panel to CP ROM and press START. When you see the Mortal Rom bat*' 
title screen, press the START BUTTON, You will then be given the option of 
beginning a game or selecting options. Lfse the UP and DOWN P-BUTTON 
ARROWS to highlight your choice, then press any button. 

Game Start begins a one-piayer battle for the title of Grand 
Champion. But first, a warrior must be chosen. The "Choose Your Fighter” 
screen has pictures of all the warriors available to a player— Liu Rang, 
Johnny Cage, Kano, Rayden, Scorpion, Sub-Zero and Sonya Blade. 

Move the colored frame over your choice using the D-BUTTON 
ARROWS, When your choice is framed, press the START BUTTON to 

begin the tournament, 

Should a second player desire to Join the tournament, he may do so at 
any time by pressing his START BUTTON, This will then return both play- 

era to the “Choose Your Fighter" screen where they 
again must select their warriors. Should both p-.ayj 
ers choose the same warrior, they will be distin¬ 
guished by cdon The players will then battle one 
another with the winner continuing onward in the 
tournament, and the loser’s game ending, 

OPTIONS # 
Options brings the player to the Options screen where a number of 

game features can be modified using the D-BUTTON ARROWS: 

Credits determines the number of times you may 
continue your game before you must begin the 
tournament again, 

Difficulty allows you to choose 'whether the game is 

very easy easy, medium, hard, or very hard. 



RULES OF THE TOURNAMENT 
The Shaolin Tournament for Martial Arts is mere than a 

simple exhibition, Each of its combatants has been invited for 
his extraordinary skills, and each in accepting has wagered his 
very life upon them. The tournament’s structure — as simple as 
it is ancient — tests all aspects of a warrior for onfy the most 
worthy may earn the title of Grand Champion, 

The tournament first tests a warriors fighting skill by pitting 
him against each of the tournament’s other challengers. To 
begin each battle, press the START BUTTON. in all Mortal 
Kombat battles, meters in the upper-left and upper-right 
comers of the screen measure the health of each warrior. The 
meters begin each round at full health, but are reduced with 
each biow taken. The amount of the reduction depends both on 
the type of hit and whether or not it was blocked. When a war¬ 
rior’s health meter runs out, he is knocked out and the round is 
awarded to his opponent. Should time run out before either 
combatant is knocked out, the warrior with less injury is 
declared the victor. The first warrior to win two rounds takes 
the match and moves on to the next opponent, 

NOTE: If four rounds’ pass without a match winner, both combat¬ 
ants will be disqualified from the tournament. 

An ancient proverb declares a warrior to be his own worst 
enemy. Another declares his greatest 
ally to be knowledge of his weaknesses. 

* • * 

HIT METERS *# 

These maxims are the origin of the tournament’s next test. 
the Mirror Match, where each warrior must face 

possibly his greatest foe — a doppelganger 
possessing all of his looks, strength, speed 
and skill. In order to defeat him, a warrior must 
demonstrate the one attribute that his 

doppelganger lacks — wisdom. 

Should a warrior survive the Mirror Match, his conditioning is 
then tested in three grueling Endurance Matches. Hie rules of 
these are similar to the standard matches, but upon defeating 
an opponent in an Endurance Match, a second warrior enters 
the fray, To win a round, both opponents must be vanquished 
before your warrior succumbs to injury even on cel 

Between matches, the Tournament grandmasters will periodi¬ 
cally test your warriors might. Your warrior will be required to 
break an object with his bare hands — wood, stone, steel* ruby 
or diamond. To raise the power level of his hit, press the A and C 
BUTTONS repeatedly as fast as you can. A meter next to your 
warrior indicates the current power of the blow and the force 
required to break the object. Mien the power level is above the 
line, press the START BUTTON to strike, but make sure to strike 
before the timer roaches zero. 

Only when a warrior has succeeded in each of these chal¬ 
lenges has he proved himself worthy of meeting the Grand 
Champion, Goro in battle. If Go no is defeated, the demon Bhang 
Tsung will enter the contest to opposeyou! Defeat him to 
become the Supreme Mortal Kombat Warrior! 

POWER NEEDED TO 
preax object 

THE ART OF KOMSAT 
Each contestant invited to the Tournament has spent- 

years in practice and meditation to perfect his martial arts 
skills. Before engaging these warriors in combat, you too 
should practice the martial arts by meditating 

on these lessons. 



BASIC MOVES 
Tiie best way to begin your training is with the fundamental 

mcves: kicks* punches, crouches, jumps and blocks. These moves 
may seem trivial compared to powerful and acrobatic moves like 
flying kicks, but knowing how to stop, avoid or counteract a flying 
kick can be far mone useful than knowing how to land one 
yourself Combined* these fundamentals form the foundation for 
both a potent offense and a strong defense- 

WALK 
forward; 

BACK 

HICH PU 

3-BUTTON 
CONTROLLER 

CROUCH 

HIGH KICK 

LOW KICK 

PUNCH 

CROUCH 

P HIGH PUNCH 

5LOCK 

HIGH KICK 

LOW KICK 

LOW PUNCH 

WALK 

SACK 

6-BUTTON 
CONTROLLER 

WHEN IN CLOSE QUARTERS 
Additional moves used in close-in combat situations are the 

knee, the head blow, and the throw. All three are highly effective, 
and do not require the full limb extension which is impossible in 
close quarters. Although these moves are potent, they can only 
be used when directly adjacent to an opponent. 

To Throw Your Opponent, press HIGH KICK, 

To Head Blow Your Opponent, press LOW FUMChf 

To Knee Your Opponent, press LOW KICK. 

CROUCHING MOVES 
Defensively, the crouching moves allow one to 

avoid punches and aerial weapons, to escape 
from close-in situations and to avoid being 
thrown. Offensively, the uppercut* executed from 

the crouch, is one of the most powerful weapons in a warrior's 
arsenal. Crouching moves can only be used when holding the 
DOWN D-DUTTON ARROW, 

To Crouch, press DOWN. 

To Crouch With Weight foward or Back, press DOWN + 
TOWARDS or AWAY 

To Execute a Crouched Block, press DOWN + BLOCK. 

To Executes Crouched Kick, press DOWN + LOW or 
HIGH KICK. 

To Uppercut Your Opponent, press DOWN + LOW or 

HIGH PUNCH. 

SPINNING MOVES 
The spin is the key to such moves as the Roundhouse Kick 

and the Foot Sweep, The Foot Sweep hits your opponent's ankles 
and knocks him onto his back. The Roundhouse is a spinning kick 
which strikes your opponent in the face. To execute the spin 
moves, hold the D-BUTTON AWAY from your opponent whiie you 
press the attack buttons. 

To Foot Sweep Your Opponent, press AWAY + LOW KICK. 

To Roundhouse Your Opponent, press AWAY + HIGH KICK. 

AERIAL MOVES 
The final moves one should learn are the Aerial moves — the 

flying punches and kicks. To execute these moves, first jump* 
either in place or towards your opponent, then press the attack 
buttons while in the air. However* unlike most attacks, aerial 
attacks must be timed properiy to land the blows. 

To Jump, press UR 

To Flip Towards or Away, press UP + TOWARDS or AWAY 

To Execute a Flying Punch* press HIGH or LOW PUNCH 
when in the air. 

To Execute a Flying Kick, press HIGH or LOW 
KICK when frt the air, 



SPECIAL MOVES 
AH of the Mortal Kombat warriors possess expert fighting 

skills — in that respect, they are equal to thousands of other 
warriors around the globe. What raises them above their peers 
are the special moves which they have created and perfected. In 
order to become a superior warrior, skilled enough to win the title 
of Grand Champion, you too must learn these moves, for these 
moves, whether special kicks or elemental bolts, make the Mortal 
Korn bat warriors the fiercest and most ferocious combatants 
on Earth. Mastering their special moves will make you the same, 

WISDOM OF THE 
FIGHTING MONKS 
The mind is stronger than the body. Observe fights to learn 

which moves counteract others, which can be executed faster, 
and which do the most damage. For example, a crouched block is 
very quick and will prevent you from being foot swept. Use this 
type of knowledge to your advantage. 

With practice, you can [earn combinations of moves which can 
be executed in sequence. These combinations aflowyou to hit 
your opponent several times before he can defend himself, mak¬ 
ing them an invariable tool. 

One battle plan will not work for every fighter Since each war¬ 
rior has different strengths and moves, each should employ a 
differentfighting style. Experiment to discover which strategies 
are best suited to each fighter. 
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ARENA LIMITED WARRANTY 

AMINA warrants In I ho arigirtnl purchaser only rvf ihs ARENA soFtware produce that the cnedlian or which 
llr:; ccmputer prnpmni is recorded is free From deFecEs in materials and irrerkmanship for a period of ninety 
(4I3F cl.-iys Irom (hr? dnte oF purchase. This ARENA spFhMRrp program is sold “as is," wilhpul repress Pr 
unpUiid warranty ol any kindr flnrE ARENA is npt liAhle For any Fosses e-r damages flF any kind resullingi from 
ii-.u iif this program. ARENA agrees for a period ol ninety |9Q] days lo eilhor repair or replace, al ils option. 
In o ml charge, any ARENA software predict, sostsgc paid, with proof of date ol purchase, ol its Factory 
tinivnie Center. Replacement of the game pafc, Free of charge to ihc original perchasor [except forthe cost 
nl mhirning the game pakl is the full extant of our liability 

I hi1, warranty ts not applicable la narrnaL wear and tear. Thrs warranty shall not be applicable and shall ho 
void il l?n: doled in the ARENA saFtware product has arisen through abuse, unreasonable use, misLrealmenE 
•.. I RF£ WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NC OTHER REPRESENTATIONS 

i H L i: I AIMS OF AN Y NATURE SHALL REE I NO |N6 ON OR ORE I SATE ACCLAIM. ANY IM PU ED WARRANTIES 
ARPI [CABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY AND FIT¬ 

NESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY Nty DAY PERIOD DESCRIBED ABOVE, 
Itl Nil E VENT WILL ARENA 6E LIABLE FOR ANY SPECIAL INCIDENTAL OR CDNSEQOENTIAL DAMAGES 
Ml :;t!l IINC FROM POSSESSION, USE OR MALFUNCTION OF THIS ARENA SOFTWARE PRODUCT, 

COMPLIANCE WITH FCC HLOULATIUNS 

I In ngiiipment gen ml ns snd uses radic frequency energy and if nrA installed and used praperly, that is, in 

■.trir i neenrdance with the manufacturer's instructions, may cause interference tci radio and television 
I"- <■ phi’ii 11 has been type tested end lounrl to comply with the limits for a Cless B compvDng device in 
in i nuliinci wiih the specWcations in Subpart J of Port t5 oF FCC Rules, which dre designed ic provide ree- 
■ .ohki (irnteciioo against such interference in a residential instsllation, However, there is no guarantee 
uuii mkrlcrcnce will net occur in a particular installation. IF this equipment dees cause interference to 
■ ■ nlii> m fdevisiem reception, which can tie determined by turning the equipment off and an. the user is 
' I-.dud iu try to eerrect the imerferencc by eeo or mure of the fallowing measures: 

■ FEiMirknit the receiving antenna 
* [tiTncalu Mm? SEGA CD ivil'i respect lathe receiver. 
* Move tlie SEGA CD away Irom the recEivef- 
* I 'll ii] the ELEKA CD inte a diFFerent outkl sg that the computer 

md receiver a re an diFfereel circuits. 

Ii.:i!7iS4iiy. the user should consulttfie dealer cr an experienced raflioftclcvision technician for additional 
umr'.iism:!. I he user may Tmd the following booklet prepared by the fade rah Communications Commission 

in ||iEm| liuw tu Identify and Resolve fiadio-TV Interference Problems. This booklet is available from the 
II . 11 nuei imii: nl Pri nting Ol I ice, Washin y ion D.C. ZFMD2, Sloc k No. ODd-OOQT)Q345-4. 

',iiiim' Mali's da not allow limitations as to how long an Implied warranty lasts arnt/or 

i-■ tiiMuinsm limilatigns ol he denial or consequential damages so The above limitations and,hr exclusions 
id hnbihly limy not appty [p you. This warranty (jives you spegilic rights, and you may 3lS0 have other righls 
which ymy Firm state lo stale 

i Ui. wai i a illy shall not be apphcobio to the extant that any provision of this warranty is 
in nl ni.|i i ■! i try jiny kiiuruL stale ur niuoiciuol law which cannot he pre-empted. 

Ihtjhins^icrviGC alter Expiraliae ol Warranty H your caUrdce requires repair after expiration of lie 9"-nay 
I uililad Wiirriinty Period, yen may contact Ihu Consumer Service Department at the number listed below. 
You will bo sidvised of the estimated past of repair and the shipping instructions 

WdiU Wrestling Federation and its logo are registered! trademarks of TitanSports, Inc. All other distinctive 
i:Innaclor names, likenesses, titles end logos used heroin are trademarks of Transports, Inc. © 19& 
litimSimrls, line, AH rights reserved. MORTAL. KO MB AT* is a Trademark of and Licensed from Midway* 
M.irmbn lining Couijkany© IMS All Rights Resarvoil - Usotl by Remission Dowloped by Probe Software 
I nl HyplUilir: I[cjmku \?.“ Mix, llypnalic House T Mix, Techno SyndromO 12" Mix, Mortal Kambat Mix & 
IrrliFiu Syndiome i~ Mix All sound recordings (jf*) 1993 V«man Yard Hucorrings. Acltvalor ts 4 trademark 
ol S£[iA A i ann in ii divcnoi i ol Acchnni Enterta irimcnt. I it. TM & $■ 1334 Ac c la m Ericita -line ill, Inc. 
All rigllls lasorvad. 

Arena IlDlliro/Consuriar Service Dept. 151G) 6?'1-33Cfi Marketed by Arena, □islrinnled Isy Acclaim 
Mr iutinlii.’ii, Iiic. FI Amlrey Avuraig, Oyster Ray, N.Y, 11771 

Palcnls: U.S, #"s 4,026^55; F«rope Y B02A4; 
Caimilu f s l.ia3,27EifljOflZJ3SI; Hong Kang#fla-430Q; Germany i 2,803,376; 
3iit||iipuref ftfl-155; U.K. / 1,535,999: France t l^fl?.0(29: Japaik/'s 1.533.39G.i,E^-205605 [Pandingf. 

CONSUMER SERVICE 
HOTLINE 

(516) 624-9300 



MORTAL KQMBAT SEGA CD,U 

Name:___ 
Phone; ( )_Date: _ _ 
Street Address:_ 
City, State, Zip:_ 

1. Who purchased this gome? j Mole J Fern-ole Age_ 
2, Who ploys this game the most? J Mole J Female Age 
3- Why was this gome purchased for player? j Self-purchase1 

□ Requested gift J Unrequested gift 
A How did you hear about Ihis game? Jl Friend □ Radio 
□ TV □ Movie Theater O Newspaper J Magazine Ad 
□ Gam© Review □ In Store j High School Gym Boards 

5. How would you rate the gameplay? 
{&est=10) 1 23456 7 89 TO 

6. How would you rate the graphics? 
{Be5t=ia> 1 £3456789 TO 

7. Did you purchase your Sega CD" system to play 
Mortal Kombaf ? □ Yes □ No 

8 What game systems are in your household? 
□ N£$ □ Super NES a Genesis J Game Gear 
□ Game Boy j Sega CD 

9- Did you renl this game before purchase? J Yes U No 

10. Which magazines and comic books do you read on 
o regular basis? □ GarnePro □ Marvel Comics 
□ DC Comics u Electronic Gaming Monthly 
□ Nintendo Power o Sega Visions 
□ Video Games u Game Players □ Die Harci 
□ Boys? life □ Electronic Entertainment (E^ 
□ Vcdiant Comics □ Other 

11. Comments:___ 



CO 
LU 

5 
LU 

CO 

cop 
u 

s 

LU 

o 
LU 

GO GO 

LU 

Qi 
5 
GO 

W - q E 
Cl q 



ONLY ONE WILL 
SURVIVE!" 

DEVASTATING 
AERIAL ATTACKS' 

THE SEGACD 

.NEVER "WRITE OFF 
MR. PERFECT'"! 

BEWARE THE 
BANZAI PROP’ 

LIVE-ACTION 
VIDEO OF EACH 

SUPERSTAR! 

8RACE YDURSGLFl A supercharged lineup of 20 
Superstars collide in the ultimate World Wrestling 
Federation15 slugfest! Ballistic Tournament battles. 
"No-Hoids-Barred" brawls, thrashing in and out of 
the ring action brutal frght-to-the-finish Stee! Cage 
(Vlatchups... and more! 

Oc you have what it takes to escape this ring of 
steel? It's time to unleash the Rage in the Cage ! 

SKA AND SEGA CD ARE TRADEMARKS Of SEGA ENTERPRISES, LTD. ALL RIGHTS RESERVED. 
ABlWIS ft DTOO'. OF flDCLVW EH1EKWHWEHT, ISC TW£ O 19M ftCCLAlU EHTStTAWMENT N£ ftl L FIGHTS fi£SF,BSO 

WfiKTED avAfflHA D$TRiaUTfi) fir ACtt/M (XSTftGjJTliX Ftf II ajW=y AvEwt. OlfS'l&9*T. NY l It71 
ftUft'iiJfflClLBttll'IlHtU.SA 
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